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The objective of this effort is to explore the utility of employing advanced analytical simulation technology applications to improve the effectiveness and efficiency of air campaign planning in an operational environment. The purpose of the effort is to enable Air Force operational planning to evolve to effects-based operations (EBO) War-game Simulation.
SCOPE:
The scope of this effort is to design, develop and demonstrate an Effects-
Based Operations Wargaming Simulation (EBOWS) Tool. EBOWS is an integral part of an EBO Concept of Operations (CONOPS) that embraces planning, execution and assessment functions for EBO. EBOWS will fill the role of the Wargaming simulation Tool identified in the AFRL EBO Toolkit
Architecture. The design and development effort will culminate in a proofof-concept demonstration of the initial prototype implementation of the EBOWS Tool. The desired environment for the demonstration was JEFX 2004. Should that environment not be available, demonstration of the EBOWS prototype will be undertaken in an environment identified by the contractor in concert with AFRL.
BACKGROUND:
The complexities of 21 st century warfare have emphasized a need for skilled Analysts in the Air and Space Operations Center (AOC) and, by extension, the tools to support them. In response to this, the Air Force
Studies and Analysis Agency (AFSAA) launched "The Analyst in the AOC 
The AFRL EBOWS Program will formulate the EBO concept within a
Wargaming environment and then build techniques and tools for warfighting commanders to implement the process. The resulting product from this initiative will assist commanders in building Joint Aerospace
Operations Plans that focus on targeting to achieve the specific effects required to achieve control over an adversary as opposed to destruction. The need exists for real-time, operational-level war-gaming to support dynamic tasking during both execution and assessment. Wargaming speed and efficiency limit the amount of time available for war-gaming.
The faster the war-gaming tool the more COA options that can be war gamed.
4.2 An effects-based focus needs to be factored into the COA development and war-gaming process. Wargaming needs to focus not only on direct effects but also on indirect, cumulative and cascading effects.
Modifications to existing doctrine also need to be addressed. A tool that can take blue COA options such as those generated by the Air
